















Gil sila erin lO govaded vin... 

Welcome to another wonderful issue of Hall of 
Fire, We are truly sorry for the long hiatus, but 
we are back now. 

This issue is very character driven. We have 
four new starting characters, as well as a NPC 
that can be added to your chronicle. All of 
these characters where submitted by Celegorn, 

A recent comment on the forums got us 
thinking if we should expand the content of 
Hall of Fire beyond that of just the Coda 
System to other systems in which you can play 
Lord of the Rings in. We would very much like 
to hear your option. There is a thread on the 
forums about this that can be found here: http:// 
forums.halloffire.org/viewtopic.php? 

f=51&t=1432 , or email us at 
feedback@halloffire.org 

Farad vaer. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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This is an unofficial fan webzine created for players of Decipher's The Lord of the Rings Roleplaying Qame and the world of Middle-earth created by 
J.R.R. Tolkien. There is no affiliation between the creators of this webzine and Decipher, Tolkien Enterprises, or any other related corporation. All 
material is either direct from Tolkien sources, Decipher, opinion, or has been created for the said purpose of roleplaying in the world of Middle-earth. 
All pictures and graphics, unless otherwise sited, were obtained from Decipher and New Line Cinema, fan contributions or from sources on the 
Internet. No claim of ownership is made through their use here. These images are used with no permission. THIS DOCUMENT IS NOT FOR 
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Forendur 

by Celegorn 


“The last to speak with M argil was Forendur> who saw him at 

the Forsaken Inn three months ago.” 

'The House ofMargil 


In the Game 

Forendur is one of the Dunedain Rangers sworn to protect the 
Hobbits of the Shire from the unknown perils of the North, He has 
served many long years in this position and continues to aid the 
Hobbits without their knowledge. Many an ore has felt the keen 
bite of Forendur s blade ever before they caught sight of the green 
lands of the Shire, 

Spending much of his youth in training, Forendur had an otherwise 
normal childhood. His father would spend many months from 
home, also in defending the borders of the Shire, as his mother 
tended to the domestic maintenance of their small dwelling. When 
Forendur was old enough, his responsibilities expanded to aiding his 
mother with the homestead chores. He was mainly responsible for 
the care of the animals, a few sheep, cows and chickens. Forendur 
developed a deep love for animals during his youth that would last 
into his adulthood. Though he was content in his life, the call of a 
life of importance and adventure called to him. After his chores, 
Forendur would often be found listening to the tales of Rangers and 
Scouts who had recently returned from long journeys. These tales 
enthralled him to the uttermost, and when time finally came for 
Forendur to begin his training, he was only too willing. 

Forendur showed an immediate aptitude for the training he 
received. His experience caring for the animals of his home-stead 
taught him the finer points handling most animals, even how to 
track—his cows would often escape and wander about the nearby 
forest. He also began to make friendships during his training that 
would change the course of his life. 

A young, impulsive, and carefree youth befriended Forendur quickly, 
and the two became almost inseparable. The young Margil was sure 
to keep Forendur on his toes, often causing boyish mischief. The two 
were eventually set straight by a loving chieftain, Arathorn, who 
taught them that light-heartedness was indeed a virtuous attribute, 
but that it must be timed appropriately or such actions could cause 
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Race 

Dunedain 

Racial Abilities 

Adaptable, The Dominion of man, Skilled 

Attributes 

Bearing 11 (+2)*, Nimbleness 12 (+3), Perception 
10 

(+2)*, Strength 9 ( + 1), Vitality 8 ( + 1), Wits 7 (±0) 

Reactions 

Stamina +3*, Swiftness +3, Willpower +2, Wisdom 
+2 

*: Favoured attribute or reaction 

Orders 

Warrior, Ranger 

Order Abilities 

Camouflage, Evasion, Protector (Hobbits of the 
Shire), Swift Strike, Walk without Trace, Warrior- 
born 

Skills 

Armed Combat: Blades (Longsword)+8, Climb, +2, 
Healing +5, Jump, +4, Language: Sindarin +4, 
Language: Westron +6, Lore/History: Dunedain +3, 
Lore/Race: Dunedain +4, Lore/Wilderness: 
Herbalism +5, Observe (Spot) +3, Ranged Combat: 
Bows (Shortbow) +5, Ride +2, Run, +2, Stealth +5, 
Survival (Forests)+7, Swim +1, Track (Ores)+ 7, 
Weather-sense +7, Unarmed Combat +4 

Edges 

Ally (Elrond), Tireless, Warwise, Woodcrafty, 
Woodwise 

Flaws 

Duty (to protect Eriador), Enemy (Ores), Oath (to 
follow the commands of the Chieftain of the 
Dunedain), Reckless 

Gear 

1 week of trail rations, 20 ft. of rope, arrows x20, 
blanket, cold-weather clothing, dagger, flint and 
tender, longsword, pipe, pouch of pipeweed, 
rucksack, shortbow, signal horn, torch 

Advancements: 12 
Health: 9 
Courage: 4 
Renown: 3 
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serious problems. The boys would discover the truth of this principle only too soon. 

On the eve of their initiation into the lowest ranks of the Dunedain guardianship of Eriador, Margil decided to 
play one last prank on the small community. Not far from the gates and watch towers of the encampment 
dwelt a small heard of aurochs. These large and powerful beasts had great horns which hung around their 
massive heads and thick coats of hair to protect against the cold. The animals were generally left alone by the 
Rangers, though on occasion one would be used for some purpose or other. The aurochs was easily frightened 
however, especially by ores, who favored their sweet flesh. Margil’s plan was to sneak away during the feast, 
dress up in thick furs, act like and ore, and scare a few aurochs into the encampment. Margil was not the only 
being planning a disruption of the ranger’s ceremonies however. 

Forendur noticed his friend’s absence during the feast, though, and left to search for Margil. Noticing one of 
the border gates open, Forendur rushed to the aurochs field, guessing what his friend had planned. He arrived 
to a cloud of rising dust, bestial bellowing, pounding hooves, shouts, and the ringing of steel—a band of ores 
had fallen upon Margil and incited the herd of aurochs to stampede in the direction of the settlement. 

Forendur sounded his signal horn and rushed to the side of his friend, but the damage had been done. With 
the gate wide open the aurochs charged into the village square followed closely by the band of ores. Several 
died in the confusion before the Rangers were able to repel the invaders and regain control over the herd. 
Forendur was able to defend the life of his friend, however, and Margil was forever indebted. 

When the boys returned to the village expecting to be punished, they were surprised to be honored instead. 
Though Margil had been at fault for endangering the town, Forendur’s courage was shown to be beyond the 
call of his duty. Margil, too, was honored for his bravery as he attempted to fend off the ore band by himse;f. 

He received no punishment from the elders other than to live with the knowledge that those who died were 
slain due to his careless actions. Many years have passed since this incident. Both Forendur and Margil have 
been accepted as Rangers and given individual assignments, but have ever remained friends, 

Forendur has recently become very troubled. Since last meeting his friend at the tables of the Forsaken Inn, 
none have received words of Margil’s whereabouts. Not even Ford Elrond has been able to locate the Ranger 
thus far. Forendur has received word from the Master of Rivendell that a group has been sent to track down 
Margil, if he’s still alive. For the love of his friend, Forendur has asked permission of his leaders to join the task, 
but still awaits their word. 

He has sworn to help whomever Ford Elrond has chosen in whatever manner he can. 


In the Novel 

Forendur does not appear in the novels. 


In the Film 

Forendur does not appear in the films. 
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Gleogar 



by Celegorn 

Gleogar’s first and major love has always been for his music. He is often seen sitting in 
concentration and playing his drum, in search of more pleasing tunes. He was once the 
royal minstrel to Theoden King, but has since taken up a personal quest to discover more 
music. He can currently be found searching taverns and other meeting places for such melodies 
as would please the King of Rohan, 


;4l 


Race 

Middle Man 

Racial Abilities 

Adaptable, Dominion of Man, Skilled 

Attributes 

Bearing 10, Nimbleness 8, Perception 8, Strength 7, 
Vitality 8, Wits 7 

Reactions 

Stamina 1, Swiftness 1, Willpower 2, Wisdom 2 

Order 

Minstrel 

Order Abilities 

Gladden 



Honey Tongued, Honour s Insight, Night-eyed 

Flaws 

Afraid of the Sea 

Skills 

Acrobatics 1, Armed Combat 3, Debate 2, Games 1, 
Inquire 2, Insight 1, Inspire 3, Language: Northman 
(Rohiric) +4, Language: Westron +4, Language: 
Dunlendish +1, Lore: History (Rohan) +2, Lore: 
History (Middle Earth) +2, Mimicry 1, Observe 2, 
Preform 3, Persuade 2, Ranged Combat 2, Ride 2, 
Stealth 1 



Scale Mail, 1 week of trail rations, Bed roll, Horse 
(Heogil), Bodhran (drum), Saddle and tack, Spear 
Short sword, Short Bow, Arrows 
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CELEGORN 


by Celegorn 

Celegorn has lived in Imladris since its founding by Elrond in the Second Age. He has since 
worked hard to keep the borders of the Last Homely House safe as a sentinel. When he is 
not required to patrol borders, he spends his time hunting the minion of the Enemy 
wherever he can find them. He has many friends amongst the Rangers of the North and 
often comes to their aid when called. 



Race 

Elf (Sindar) 

Racial Abilities 

Musical Gifts, The Art, Beast-skill, Comfort, Elven 
Form, Elven-sense, Elven-sleep, Farsightedness, 
Ghost-scorn, Lightfootedness, Swift Healing 

Attributes 

Bearing 9, Nimbleness 12, Perception 10, Strength 
8, Vitality 7, Wits 8 

Reactions 

Stamina 1, swiftness 3, Willpower 1, Wisdom 2 

Order 

Warrior 

Order Abilities 

Evasion 



Accurate, Night-eyed, Quick-draw 

Flaws 

Enemy (Ores of the North Downs) 

Skills 

Armed Combat 3, Intimidate 2, Jump 1, Language: 
Elven (Sindarin) +4, Language: Elven (Silvan) +4, 
Lore: History (Elves) +6, Lore: History (Middle 
Earth) +2, Lore: Realm (Eriador) +6, Lore: Realm 
(Ered Luin) +4, Observe 3, Preform 2, Ranged 
Combat (Shortbow)3, Ride 2, Run 1, Siegecraft 3, 
Stealth 2, Swim 2, Track 2 



Elven Short Sword ,Short Bow, Arrows 
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Eglath 

by Celegorn 

Eglath is a very even tempered and pensive individual, often recalling the harm he 
suffered at the hands of a tribe of Ores when he was a child. He is quite knowledgeable 
and will share his knowledge only with those he trusts. He has taken to wandering in his 
adult years, and seeks to cleanse the North from the infestations thrust upon it. He is a 
trustworthy and loyal individual. 



Race 

Dunedain 

Racial Abilities 

Adaptable, Dominion of Man, Skilled 

Attributes 

Bearing 12, Nimbleness 10, Perception 10, Strength 
7, Vitality 8, Wits 13 

Reactions 

Stamina 2, Swiftness 2, Willpower 3 Wisdom 3 

Order 

Magician 

Order Abilities 

Spellcasting 



Night-eyed, Tireless 

Flaws 

Slow Recovery 

Skills 

Armed Combat 2, Climb 3, craft 2, Debate 1, 
Inquire 2, Insight 3, Inspire 3, Language: Elven 
(Quenya) +3, Language: Elven (Sindarin ) +6, 
Language: Black Speech +2, Language: Westron +6, 
Lore: History (Men) +5, Lore: History (Middle 
Earth) +4, Lore: Realm (Arnor) +4, Lore: History 
(Elves) +4, Lore: Magic +2, Observe 2, Ranged 
Combat 2, Ride 2, Stealth 3, Survival 3, Weather- 
sense 3 



Leather Jerkin, 1 week of trail rations, Bed roll, 
Robes, Pipeweed, 1 pouch, Pipe, Staff, Longsword 
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INGOLD 


by Celegorn 

Ingold has spent many centuries under the tutelage of lord Elrond, and has learned much. He 
recently been assigned the task to make use of his knowledge, a command that has not been 
met with great enthusiasm. Ingold has little interest for those outside of his race, of which 
he is proud, and shows great apathy towards other. Still, he is very knowledgable, learns 
quickly, and is willing help. 





Race 

Elf (Noldo) 

Racial Abilities 

Musical Gifts, The Art, Beast-skill, Comfort, Elven 
Form, Elven-sense, Elven-sleep, Farsightedness, 
Ghost-scorn, Lightfootedness, Swift Healing 

Attributes 

Bearing 12, Nimbleness 10, Perception 10, Strength 
8, Vitality 7, Wits 8 

Reactions 

Stamina 2, Swiftness 2, Willpower 3, Wisdom 3 

Order 

Loremaster 

Order Abilities 

Secretive 



Curious, Natural Archivist, Night-eyed 

Flaws 

Apathetic (Hobbits), Proud 

Skills 

Debate 3, Healing 2, Insight 3, Language: Elven 
(Sindarin) +4, Language: Elven (Quenya) +8, 
Language: Westron +4, Lore: Group (Dunedain) +4, 
Lore: Group (Elves of Imladris) +8, Lore: History 
(Elves) +5, Lore: History (Middle-Earth) +2, Lore: 
Race (Noldorin) +5, Observe 4, Perform 1, Persuade 
2, Smithcraft 2, Weather-sense 2 



Blank tome, Quill, Corked ink well, Robes 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game 
information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher’s Coda Games 

httn:// 2 rouDS. vahoo.com/groun/rD 2 tools/ 

Encyclopedia Of Arda 

http://www.2lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD:// 2 rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 

Lord of the Ring RPG Archive 

http://www.wix.com/skinnerman02/lord-of'the-rp2- 

The One Ring.Net 

http://www.theonering.net 

archive 



Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 

than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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